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Storytelling has been used traditionally around the world to educate informally from generation to 
generation. With the introduction and inclusion of technology and multimedia, storytelling crosses the 
boundary from being the informal medium to educate to one of the formal media to educate people. 
The term coined for this type of storytelling is digital storytelling and it is gaining popularity nowadays 
among educators in educating students. In order for educators or students to develop a good digital 
story, there are set of elements created by experts that will guide the entire development process. 
Nevertheless, there is more than one experts and each expert comes with varieties of elements though 
some are redundant. This could cause confusion among the developers be it educators or students. The 
main drive of this study is the question of which expert with particular set of elements is preferred by 
student in developing a digital story. Preference in our context is defined as the most easy to 
understand set of elements in order for the students to construct a good digital story. 
 




Communication is important to deliver message from one entity to another. There are many media that 
can and have been used for the purpose of delivering message such as the usage of multimedia 
elements which are audio (verbally), video (visually) and text (manually on paper). Parallel with the 
birth of IT age, communications are performed digitally. However the question of how much the 
message or in IT term, information, successfully touches and gives impact to the receiver arise. Also, 
how long will the messages retain in the mind of the receiver is another consideration. There is one 
medium that most people have forgotten in order to deliver message and to retain it for a long time. 
Has anyone ever asked about how children can carry the story told by their grandparents to the age of 
adulthood? According to Freeman (n.d.), story is an entertainment, learning and teaching tool in an 
effort to communicate, stir emotions and engaging people to read to the end. Storytelling, according to 
Dudley (1997) is the art of storytellers to achieve the aforementioned purposes. The story, though 
without any written or recorded form, still gives major impact on children that they are able to 
memorize it for a very long duration. This is the impact of storytelling.  
 
Storytelling is a medium of message deliverance from the mind of sender to a receiver in varies form 
and it has been practiced for a very long time (T›ngöy, Günefler, Öngün, Demira¤, & Köroglu, 2006) 
and it can be used to teach and train youngsters or to deliver information (Miller, 2008). It has its value 
in communicating message. Nowadays, experts have started giving attention to the value of 
storytelling. Integrating with current technology, they have introduced a new form of storytelling 
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which is favorably called digital storytelling and this is the focus of the study conducted. Next section 
introduces a little background of digital storytelling and its benefits in education area. This is followed 
by the explanation regarding the experts of digital storytelling and their set of elements. The next 
section explains the analysis of the data retrieved regarding the most preferred set of elements by 
students. This article ends with the conclusion and discussion of the study conducted. 
 
2.0 Digital Storytelling 
 
Ohler (2008) says story is big and it goes against any definition. Nevertheless, digital can be defined. It 
is everything that relates to information age. Therefore the combination of digital and story called forth 
a new term bigger than story. It is Digital Storytelling (DST). DST is the act of telling personal short 
story digitally with emotional substance using the combination of multimedia elements such as video, 
audio, graphic, and text (Jakes, 2006). According to Firenza (2009), DST is born from the integration 
of traditional arts of storytelling with new multimedia technologies to communicate stories using the 
media elements and it encourages students to be creative in more than one ways in effort to deliver 
good stories. The story can be composed using combination of different multimedia tools such as 
Adobe Premiere, Adobe Photoshop, Sony Foundry Sound Forge, and other tools that are less technical 
that carry similar capabilities in manipulating multimedia elements into digital story (Matthews-
DeNatale, 2008). DST amplifies the effect of the message delivery in communication by incorporating 
dynamic media in the process. The creator of digital story must emphasize on creating a short and 
meaningful content that would reach the audience in terms of the messages that are to be delivered. 
Two of the DST pioneers, Joe Lambert and the late Dana Atchley started the exploitation of the 
integration of storytelling and multimedia software. Their intention was to assist people with little or 
zero background in storytelling production and skills in modern technology to tell their personal stories 
into something memorable in digital form. As time goes by, technology blooms and DST gains 
popularity. It does not only cover the context of personal stories but also adapted and introduced to 
other contexts as well such as education. 
 
Insinuated into education domain, DST affects both educator and students. According to Robin (2008), 
DST can play a great role in helping educators in classrooms. It can be used as anticipatory set to catch 
students’ attention and interest in the class by showing them examples of stories that relate to the topic 
of the day. The inclusion of multimedia elements would make the learning process interesting, fun and 
the retention duration is much longer (Riley, 1995). In addition to that, it can be also utilized to 
facilitate students’ comprehension on complex lessons by providing easy to understand examples in 
the form of stories. From the perspective of students, DST could provide the possibility of fostering 
and nurturing their development from many facets such as organization and communication, creativity, 
and collaboration. Through the assignments given, they can learn the correct method to organize the 
development of a digital story in order to communicate effectively the essence of the story. Developing 
digital story requires more than just the ability to handle modern technology but it goes way beyond 
that. Students must be able to analyze information gathered and find effective ways to integrate them 
together to enrich communication. In effort to achieve this, they would also indirectly learn to be 
creative in managing issues that they face. Once the final digital story is completed, not just they can 
use it for classroom purposes, with the lavish Internet mediums to publish media such as video online, 
they can also share they story created with the world. This would foster the value of collaboration of 
the students with peers that they know and even do not know globally. Publishing their works online 
would teach them to criticize and accept critiques from others. In addition to that, it would also provide 




It is not a trivial task to create and tell good digital story for there are many ways that can be taken just 
to build a single story. Therefore, experts, based on their experiences have introduced key elements to 
consider in order to construct good digital story. Nonetheless, the key elements introduced by the 
experts are somewhat different and some of the elements are repetitive with different names. It 
becomes confusing to choose which elements to be used that are created by which experts. 
Considering that, a study is conducted in order to identify core elements introduced by a particular 
expert that are most frequently used in DST development.  
 
3.0 DST Experts and the Elements 
 
Experts play important roles in DST domain in contributing towards the development of a good digital 
story. Based on their research, experience and observation, set of elements were created. These 
elements work in guiding the construction of good digital story. As stated by Lambert (2006a), 
storyteller comes from different background, hence different ways in telling stories. The process of 
telling stories whether it is digital or traditional is dynamic not prescribed. Therefore, not one story is 
the same with another and a different storyteller expresses story differently. Sometimes a storyteller 
has abundance of information or idea in mind that need to be expressed in the form of story. However, 
in certain circumstances, he just does not know the correct way to express the idea in the form of DST. 
This is where the elements come into roles. The elements created by the experts would give guidance 
and points to consider in the process of constructing the story. 
 
In the study conducted, seven experts were identified with seven different set of elements. The first 
expert identified was Joe Lambert from Center for DST. Lambert is one of the early individuals that 
got involve in DST. He created seven elements of DST. The elements are a point of view, a dramatic 
question, emotional content, the gift of your voice, the power of soundtrack, economy, and pacing 
(Lambert, 2006a). The second expert, Nora Paul and Christina Fiebich from University of Minnesota, 
introduced five basic elements of DST which are media, action, relationship, context, and 
communication (Paul & Fiebich, 2005). Bernajean Porter of Digitales created the third set of elements 
such as living in your story, unfolding lessons learning, developing creative tension, economizing the 
story told, showing not telling, and developing craftsmanship (Porter, 2004). The fourth expert is Mark 
Nichols from Arizonal Learning Interchange and he created seven elements adapted from Lambert’s. 
The elements are audience, purpose, content, voice, technology, connections, and economy (Nichols, 
n.d.). The next expert is Judy Salpeter from Tech&Learning. According to Salpeter (2005), good 
digital stories must be personal, begin with story/script, concise, uses readily-available source 
materials, include universal story elements, and involve collaboration. The sixth expert is Bernard 
Robin from University of Houston and he modified Lambert’s seven elements and produced ten new 
elements of DST. The set of elements are the overall purpose of the story, the narrator’s point of view, 
a dramatic question or questions, the choice of content, clarity of voice, pacing of the narrative, usage 
of meaningful audio soundtrack, quality of multimedia elements, economy of the story details, and 
good grammar and language (Robin, 2008). The final expert would be Jason Ohler from University of 
Alaska and the elements are point of view, emotional engagement, tone, spoken narrative, soundtrack 
music, role of video and performance, creativity and originality, and time, story length, and economy 









Table 1.0: Summary of All DST Elements 







Judy Salpeter Bernard Robin Jason Ohler 
 Element 
A point of 
view 
Media  Living in your 
story 
Audience Personal The Overall Purpose of 
the Story 







Purpose Begin with the 
story/script 
 













The gift of 
your voice 
Context Economizing 






The Choice of Content Spoken narrative 
 
The power of 
the soundtrack 






Clarity of Voice Soundtrack music 
 





Pacing of the Narrative Role of video and performance 
Pacing  Economy  Use of a Meaningful 
Audio Soundtrack 
Creativity and originality 
   Quality of the Images, 
Video & other 
Multimedia Elements 
Time, story length and economy 
Economy of the Story 
Detail 
 




As explained above, there are seven experts that contribute towards construction of good digital story 
by introducing set of elements as guidance. However, these elements are somewhat vague and difficult 
to comprehend and put into practice. Therefore, a questionnaire was distributed among groups of 
multimedia undergraduates as participants in order to determine the most preferred set of elements 
proposed by the experts. The preference of the participants was referring to elements that are easy and 
suitable to be used to construct a digital story. 
 
4.0 Preference of Expert Proposed Elements 
 
DST appears in many areas and types. As Lambert (n.d.) said, “a good story tends to work no matter 
what the medium.” and he gave few examples of areas of DST such as interactive CD-ROM,  
multiplayer role-playing game, and web-based. Schafer (2008) stated in her thesis that there are four 
types of DST which are fairy tales, interactive movies, games, and storytelling supportive software. 
Nevertheless, for the purpose of the study, the participants were asked to construct a digital story in its 
most basic form which is short video. 
 
The study conducted to identify the most preferred set of elements proposed by the experts. The 
preferences were evaluated from the aspect of suitability and easiness to implement the elements in the 
digital story assignment provided. Ninety students were selected to participate in the study and they 
were separated into 18 groups. Each group was assigned a task of developing a short digital story. 
Three distinguish topics were provided such as drug abuse, environmental, and historical issues. The 
sets of elements proposed by the experts were necessary to be used in order for them to construct the 
digital stories. Forms of questions were distributed to the groups and they were required to answer the 
questions that will justify the selected elements’ suitability and easiness to understand the elements in 
assisting them to construct their digital stories. The preferred experts based on suitability and easiness 
to understand the elements is represented in Figure 1.0 and the summary of the justification made by 










































Figure 1.0: Preference of Expert  
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1 Joe Lambert 
 
The elements are suitable for the theme selected. They help in making 
the point of the story for viewers to understand and remember the 
message delivered and attracts them to watch by using climax. 
Narrative and dialogue are used to explain the essence of the story 
along with soundtrack and sound effect to stimulate viewers’ mood. 
2 Joe Lambert 
 
The elements are understandable and suitable to the DST storyline. 
They help the viewers to know the purpose of the story, keep viewers 
wondering about the story, depict the emotion of the storyteller, guide 
in using own voice, making the story interesting using soundtrack, 
avoid the story becoming meaningless and tedious and control the 
rhythm of the story. 
3 Judy Salpeter 
 
The elements match to the requirements of the DST theme selected. 
They help in making the theme personal to the viewers, stating that 
story and script come first, story must be simple but focused, and 
using materials available without having to create new costly ones. 
Story must also has introduction, climax, and closure and it is 
important for the story the receive feedback from viewers to know the 
impact of the story. 
4 Joe Lambert 
 
The elements help to construct good digital story. The story 
constructed from own personal experience and understanding. A 
question that is answered at the end of story helps to engage viewers’ 
attention. Emotional element helps to reach the viewers’ emotion. The 
narrative uses storyteller own voice to convey meaning in a personal 
way. Music helps in assign the depth of the story. Economy element 
guides the story to be powerful with minimum materials and the pace 
helps the story to run or stop whenever needed. 
5 Joe Lambert 
 
All of the elements are helpful in guiding toward digital story 
construction. The storyteller wants to make a point to the audience 
that the message of the story is important. A question that keeps 
viewers wondering about the answer is used to make them watch to 
the end. Emotional element is used to engage the viewers and 
submerge them into the story.  Voice is important to deliver message 
clearly and emphasize certain parts of the story. The right soundtrack 
can improve the atmosphere of the story. Economy guides in 
allocating the resources wisely. Lastly the pacing helps to sustain 
viewers’ interest and build excitement by stopping and resuming the 
story at certain times. 
6 Joe Lambert 
 
The elements help in constructing good DST. The storyteller uses first 
person perspective to make a point. A question makes the viewers 
suspense of the outcome of the story. Emotion element engages and 
reaches to the viewers’ emotion. Voiceover is done in specific tones to 
represent the mood of the story. Soundtrack helps to amplify to mood 
of the story. The economy of the story constraints the storyteller in a 
positive way that using less materials to deliver message is better. 
Finally the pace of the story can help keep the viewers attention by 






The elements cover more aspect in constructing DST. The overall 
purpose of the story is the gist of the entire story. Te narrator’s point 
of view guides in using first person perspective to tell story. A 
question is imposed as a means to an end. The choice of content helps 
must match to the story’s theme. The narrative is used to tell the 
story’s meaning and the pacing of the narrative helps to enhance the 
story’s meaning. A soundtrack is used to set the mood. Quality 
materials are important to influence the clarity of the story. The 
economy of the story guides in term of using necessary multimedia 
elements to make point, not excessively. Finally good grammar and 
language is used to deliver message efficiently. 
8 Joe Lambert 
 
All the elements ease the construction of DST. The story has a 
specific point of view to make which is Seven Wonder of the Worlds. 
The second element helps in holding viewers’ interest throughout the 
story. The emotional element is represented by the character in the 
story hoping it will affect the viewers’. Different tones of voices are 
used to convey meaningful facts. A soundtrack is used to set the mood 
and complement the message. To be economic, the story is short and 
meaningful. Lastly, different pacing in the story helps to immerse the 
viewers deeply in the story. 
9 Mark Nichols 
 
The elements are easy to understand and easy for beginners of DST. 
The audience element helps the storyteller to set particular viewers in 
mind. The content element includes multimedia elements and they 
must be related to the theme.  The voice element helps the storyteller 
to set the perspective of the narrative whether first or third person. The 
technology element which is multimedia technology is used to 
develop the DST. The connection element makes use of multimedia 
elements to make the story interesting and connect with the viewers. 
The last element is economy. The DST is good if it can be meaningful 
and fulfill the time limit set.  
10 Joe Lambert 
 
The elements help in constructing good DST. The point of view helps 
to make the story clear and true by setting a purpose. The dramatic 
question creates tensions in the story and makes viewers want to 
watch the story to the end. The emotional content makes viewers 
focus on the story by using viewers’ emotions. The voice gives the 
story direction and personality. The soundtrack selected must match to 
the story because wrong music can ruin the mood of the story. The 
economy helps in shaping the story short but meaningful and lastly the 
pacing holds the viewers attention by panning and zooming the 
images on the screen. 
11 Mark Nichols 
 
The elements are suitable for the theme selected (historical). The 
audience helps to set particular viewers in mind. The purpose sets 
what the story want to accomplish. The content reminds the storyteller 
that digital contents of the story must be meaningful. The voice guides 
the storyteller to tell story from specific perspective and with suitable 
intonation. The technology is used to make the story more interesting 
such as the usage of fade in and out effect. The connection between 
plots make the sequence of the story good and  economy element 
helps to constraint the materials used just enough to make viewers 
understand the story. 
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12 Joe Lambert 
 
The elements are suitable in guiding the construction of DST. The 
storyteller uses first person perspective and constructs the story based 
on his understanding of the theme selected. Conflict and climax in the 
story help to fulfill the second element which is dramatic question. It 
makes viewers wonder what will be the end of the story. The 
emotional content will evoke viewers’ sad emotions. The voice used 
to narrate the story and convey messages and intention. This must 
match to the emotional content which is sadness. A sentimental music 
is inserted as soundtrack to enhance the depth and complexity of the 
story. The pacing of the story is adjusted to be fast and slow whenever 
needed to avoid monotonous story. Limited materials are used to 
construct the story and communicate intended meaning.  
13 Joe Lambert 
 
The elements match to the requirements of the DST theme selected. 
The storyteller wants to show the effect of drugs on people. To apply 
dramatic question, the question of whether the character survives drug 
or not is kept in the dark. The story is filled with sad emotion at first 
and end with different emotion. The storyteller uses his own voice to 
tell the story to make it personal.  A soundtrack is used to enhance the 
effect of the story on viewers. Few images are used to transfer the 
meaning of the story and the pacing of the story is slow to represent 




The elements are easy to understand. Using the first element, living 
inside your story, the story constructed using her voice and tries to 
make viewers feel the essence of the story. The second element, 
unfolding lesson learned ensures that the story has a moral conclusion. 
The third element, developing creative tension guides the storyteller to 
create an issue at the start of the story that will be solved at the end of 
it. Economizing the storyline helps to ensure the story is not too long 
or short but just enough to get the messages through. Showing not 
telling shapes the story so that not all scenes require narrative because 
some messages can be delivered just by showing the details instead of 
telling. Last element is developing craftsmanship. It guides in the 






The elements completed Lambert’s and easy to understand. They also 
cover every aspect needed to develop the DST theme which is drug 
abuse and to make the viewers understand the messages. Out of ten 
elements, three of them help the most in the DST construction. The 
first is overall purpose of the story. It is a good guide for the 
storyteller to know that a story must has a purpose and point to make. 
Not just some empty talk. Good grammar is important to make the 
viewers understand the storyline and the quality of materials is crucial 




The elements are suitable to the DST theme selected. The first 
element, living inside your story guides the storyteller to tell the story 
from heart and try to make it personal hoping that the messages will 
leave deep impact. The second element, unfolding lesson learned 
ensures that the story will leave moral values and lessons to the 
viewers. The third element, developing creative tension crafted the 
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story so that it has beginning, middle, and climax to hold the viewers 
attention. By leaving them wanting to know will engage them more. 
The next element, economizing the story told. Abiding the element, 
the storyteller uses the fewest materials to deliver the messages. Next 
is showing not telling. There are some scenes in the story that do not 
have narrative. The storyteller tries to get the message through only by 
using the images that can leave meaning without words. The last 
element is developing craftsmanship. Multimedia elements are used to 
extend the messages of the story to the viewers and no more. 
17 Joe Lambert 
 
The elements help in constructing good DST. The first element which 
is point of view helps to set the purpose of the story, give personal 
expression, and setting the first person perspective. The second 
element, dramatic question helps to guide the viewers to the story 
climax and provide tension. The emotional content combines the 
sadness and anger to immerse the viewers in the story. The gift of 
your voice makes the story alive by using the crafter own voice to 
convey the story. Soundtrack is used to make the story more powerful 
in evoking emotion and mood. The story is a short 3 minutes with 
fewest materials to accommodate the economy element. Finally the 
pacing guides the storyteller to tell story in different rate and rhythm 
to avoid boring monotonous story. 
18 Joe Lambert 
 
The elements are suitable to the DST theme. The first element guides 
the story in setting a perspective of the story that it wants to leave a 
moral value. The second element helps in creating a tension of the 
ending of the story. The third element plays with viewers’ emotions 
and the fourth element ensures that the storyteller uses her own voice 
to tell story. The fifth element is soundtrack. The story uses music to 
support the mood of the story. The economy element ensures that the 
story uses fewer materials. Sometimes images are used without other 
words because good images are their own narrative. Lastly the pacing 
is slow to fulfill the story theme. 
 
Judging from the chart plotted and the table summarized above, it can be said that most of the 
participants preferred Lambert with his set of elements because they are easy to understand and 
suitable to implement in DST construction. Out of 18 groups participated, 11 groups had chosen a 
point of view, a dramatic question, emotional content, the gift of your voice, the power of soundtrack, 
economy, and pacing as the elements that guided in the construction of the digital story assigned. 
Meanwhile, two groups had chosen Porter’s set of elements such as living in your story, unfolding 
lessons learning, developing creative tension, economizing the story told, showing not telling, and 
developing craftsmanship. The same number of groups voted for Nichols’ which are audience, 
purpose, content, voice, technology, connections, and economy and Robin’s ten elements namely the 
overall purpose of the story, the narrator’s point of view, a dramatic question or questions, the choice 
of content, clarity of voice, pacing of the narrative, usage of meaningful audio soundtrack, quality of 
multimedia elements, economy of the story details, and good grammar and language. Only one group 
selected Salpeter’s set of elements which are personal, begin with story/script, concise, uses readily-
available source materials, include universal story elements, and involve collaboration. That concludes 
the total of 18 groups participated in the digital story construction. Five experts were preferred by the 
groups participated with Lambert being the most preferred expert. Unfortunately, none of the groups 





There is more than one way for a storyteller to construct a digital story and different people with 
distinguish perspective would construct story differently even though given the same theme. 
Moreover, it is difficult to consider a digital story as good for each story is an abstract work of art. 
Therefore, it is imperative for the experts to produce set of elements in effort to guide the storyteller 
towards the construction of good digital story. 
 
For the purpose of the study, seven experts were identified. Based from the result collected from all 
participants, out of all seven experts, the preference seemed to tilt towards Lambert’s set of elements. 
The plausible explanation for this is Lambert’s set of elements are very basic, easy to comprehend and 
relate closely to the type of DST assigned. This is rooted back to the creation of the elements which is 
based on the observation and evolution of Lambert’s DST workshop on various types of participant 
from different walks of life (Lambert, 2006b). This opinion is strengthened by the declaration of some 
of the experts such as Nichols and Robin that their sets of elements are adapted from Lambert’s as he 
is one of the pioneers of DST. Based on the literature review conducted, it is also found that most of 





DST is not about the richness of technology or the ability to manipulate the technology to extent of an 
expert. At the end of the day, the root of DST is still the traditional storytelling and the technology 
only serves as the medium to amplify the story. The real impact, contribution, and potential of a digital 
story emerges only when a person be it educators or students, truly understand how to amalgamate 
ideas and information in order to deliver to the people around and make them understand the meaning 
and message of the story (Standly, 2003). This is where the experts and their elements come into role. 
Based on their observation, experience, and research conducted, they have produced elements that 
serve the purpose of showing digital storytellers the right path to combine ideas and information in the 
form of digital story. By conducting the preliminary study among students to recognize the most 
preferred expert and set of elements, it is hope that an early guidance is gained in order to construct a 
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